).
This example not only highlights how difficult it is to learn causal relations in one decision environment, but also shows that decision makers do not easily draw appropnate lessons from failures. Certainly, people must simplify their decision environments into manageable chunks, lest decision making be impossible (Simon, 1956 (Simon, : 1978 (Kahnemann and Tversky, 1974) . Decisions are prone to error even in quite simple contexts (Brehmer, 1989; Sterman, 1989 Schon, 1978; Weick, 1977) (Kim, 1989) (Senge, 1990) Stata, 1989) . A "learning organization" is characterized by its attention to enhancing thinking processes that lay behind decision making. Furthermore, learning is encouraged through experimentation and testing in virtual worlds (Senge, 1990 (Papert, 1981) . Moreover, thinking can be more structured and discussions more productive since discussions can be focused around a computer model that helps de-personalize assumptions and makes them less threatening.
For the same reason that we find Flight Simulators appealing-they are low cost, allow compression of time and space, and are conducive to reflection-there is a long tradition in the ans, sciences and professions of using similar "virtual worlds" (Schon, 1983 (Vennix, 1990 Figure 1 ), personnel would be loan officers, the customers would be individual or business borrowers, the service "product" would be various types of loans, the direct costs would be personnel expenses including overhead, and the cost of poor quality would result in expenses resulting from loan delinquencies. (Kardes, 1987 (Raia, 1966) . Further research will determine the degree to which a game approximates real-world policy making situations, if students learn the "right" things from the game experience, and whether game knowledge is efficientiy transferred to the real world (Wolfe, 1976 does not include a discussion of how the flight simulator was designed using the system dynamics framework.
The third questionnaire was used after each group had conceptualized and played the game. This allows us to determine any effects from the sequence of experience using the system dynamics framework.
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In addition to the four types of questions in Figure 3 MBA students and young professionals interacted with real estate and oil tanker simulators in an experimental study. These two markets were chosen for several reasons.
First, time lags create substantial delays between desired and actual stocks of capacity in both cases. Second, both markets exhibit a short-time decision focus. Third, learning is problematic and market instabilities may persist for long periods of time (Hernandez, 1991 Figure 4) (Hernandez, 1991; Sterman, 1989 (Bakken, 1990) . In Figure 7 , we see that students go bankrupt twice as frequenUy as professionals before they Frameworks are generic tools for a problem area, such as economics or statistics (Nisbett et al., 1986 (Bassok and Holyoak, 1989; Gick and Holyoak, 1983; Gilden and Profitt, 1989; Newell and Simon, 1972; Simon and Hayes, 1982) show that people can indeed apply a framework but only after being prompted or after repeated exposures to a given problem structure. Schon, 1978; de Geus, 1988; Stata, 1989 
